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More on the magic l^y Anfon 



t^ear fraternity members, 

I 

tT/tere fiave Been cftscussions amcnj our ran^s on tfie statement tftat tfte '^cnToj-' 
tf^e t^eatfisJiiriiitCdinj arcane majic. ^cme oj^you reascnaEfy wantetftc ^ncw 
wfiat Was affowetfaniTwfiat wasn t. dTfiis note is an atftfentTum to cur ^curajne 
rejoert. 

■=^ut Eejxsre ^ Write mere on tfiis matter, ^Jeefimjicrtantjor tfte safety cj^tfie 
wficfe fraternity in ^oura^ne to repeat t/w edict aBout arcane majic: 



^ff members are to retrain jrem tfie use oj^ ma^ic wfien one s joafs may Ee 
acftievecftfiroujfi mundane means, furtfiermore, no member may at any time 
cast majic in Jront oj^ witnesses (e^cejstinj witen one tfienjoermanentfy 
silences said^ audience ). ^n s/tort, Jxsr us: do not cast sjoeffs injauFfic, since 
y^u are not ^nown as Sefonjinj to tfie voodan sect. 37ns can cause you (ancft/ie 
witofe fraternity) significant jsroBfem^ we Woufd^fi^e to avoids. 

^fiave discussed^in fenjtfi tliis Ban on arcane majic By tBe l[^ord^ oj^tBe t^ead^ 
witB a Benevofent voodan some oj^you mijBt ttave Beards oj^, ZA^ajen^a jrom 
(Port d^^JBour. ^^noW ajvw oj^you Bave afready met Ber, and^^taBe tBis 
ojrjjortunity to recommend^ Ber mosquito Bitejsaste. ^t s smeffy, But ajier a time 
your nostrils are accustomed^to it, and^tBe most amaxinj is tBat it Beejos tBese 
nasty jJyinj tiny vamjoiric insect at Bay. 



arcane 



ft is important to BjnoW tBat ^-nton ZA/Cisroi sBoWs a deejj distrust o^a 
^ajic. '^W^e onfy can speculate on tBe reason oj^Bis Ban, But tBe onfy tBinj Be 
'ffows is Beafinj majic, and^its dread^reverse in tBe Balance, necromantic majic. 
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^ can t juess if it s d/istrust oj" ot/ier tyjses oj" magic (w/ticfi ^ tfouBt, since Itis 
joersenafjoeWers are rumeuretft<i Ee amaxAn^, mafynj fiiyn a eiKcejitienaffy 
_ danjercus cjijjcnent. 5^ sftoufcTnct reaffy Be ccncernecTiiiy mast wixarcTs 

I Wandering Itig reafm ), or ij^ ^^nton iyrvpcse an Iris isfantCa more deJxnecT, ofcT 
Jxcsfiicn, mere simjjfe atmospltere asj'ar as majic is ccncernecT. ^ 

'^PV^/tat isqeneraffy affeWedCl 

°fiat ^mean fiere is wfiat tfiejjcjjufaticn wifffcc^at witfi Benevolent eyes, or 
wiffeven see^Jor tBemsefves or tBeirjnmifies. 

dT/tose ^noim as vooefans can cast aBout anytfiinj t/tey wis/t, or Brew any fyntT 
I oj^j3otions t/te imagination can dream - even incantations witB an unamBijuous 
r , arcane comjoonent, Be it turned^toWard^jood^or evif uses, d^fiey simjofy seem to 
I Bave tBe Bfessinj oj^tBe ICjord^oj^tBe c^ead^ , andjjossiBfy oft Be otBer foas of 
' tBisfand^. 

f 'U'Be same Bfessinj joes to ancBorites, and^otBerjsriests cfearfy -wearing tBeir 
cBurcB colours or Bofy symBof, as Weff as tBe rarejsafadins or ranjer witB 
divine casting aBifities. "^o divine majic, Be it cfericaf or druidic, is allowed^, 
ex.cej3tj3erBaj3S tBe eventual sjoeffs v/itB spectacufar effects tBat Woufd^jjutfear 
in tBis BacB.Ward^j30joufation. 



■sQardic majic is jeneraffy affowed^ But usually notfuffy trusted^ as it is seen as 
manijjufative. ^^ain, Bardic speffs deafinj v/itB iffusions or otBer spectacular 
visuaf effects are notjoermitted^- see tBe wBat is not affowed^l joart Befowfor 



more juidefines. 




I 




^/Qjost <f^e//-/z^e abilities, sucfi as racial cantrrps, or sujoeimaturaf aEifities 
act^uiretTjrom nc0e traininj are jeneraffy affcWecT, since tfiese sjseffs are mcstfy 
y»r dRvinatien or sefj^joretecticn. ^^eWever, any oj^tfiese aEifities tfiat WcufcT 

foo^ toe s^ectacu/ar in t/iejjuiS/ic sye, titus ajrpearinj as JorBitCden arcane, 

sfieuffTBe sfiunnetT ~ ajain see tfte wftat is net affowett? joartj^or mere 
guidelines, for ey^amjole, my dear ^imErese, jnemes sficufdnctj^fas/t tfteir 

dancinj fijfits in tfte cities. ZA/C<sn^aBifities are rarely seen and usually sefj^ 

jjrctective anyway, sc titey sficufdnct cause trcuBfe. 

(PsienicjoeWers are jeneraffy unoBservedBy tfiejjcjjufaticn, or cannctBe 
Bacfyrac^edto a sfjecijicjjerscn, sc are net cjien rejjcrted. J^ivever, a 
jjsien messing around v/itB spectacufarjjcwers in tBe cjjen wiffjsrcBaBfy jet 
intc afarminj trcuBfe ajier a time. 

is net affeWed^ 

dT/iese jerBidden incantations v/iffjout you in trouBfe, so tfiey sBoufdBe 
avoided in jouBfic. '^W^e can cast tfiese injjrivate, wBetBer in tBe isofated swamjo 
or BeBindtBe fraternity jjfantation waffs, vHtBout jettinj unwanted attention. 

o^ut we fiave Beard oj^caref ess speff casters, ojtenjresBfy arrivedin ^ourajne, 
sBowinj oJJ^tBeirjjowers injjuBfic andijnorinj tBe advices on stojajjinj tBeir 
recffess ways. tTBeir endjrcte wasn tjoretty. , 

dffie onfy eofic&jotion to tBis discretion rufe is: never , under any circumstance, 
cast any divination speffs tBat tarjet tBe swamp or its BaBitants. ^ee tBe 




j^eciaf tides in tfte ^curajne rejiort cnjiaje 16. ^astinj tfiese sfieffs in 
ZAjCaisen (f'^aSfet ceuftf attract ZA^isroi s attention en you, antCyou reaffy 
don t Want tftat, trust me: respect fiisjirivacy. ■ 

it 

^j^you are ^noWn as a JorEitCtfen majic joractitioner, wfietfier ajier studying 
arcane majic or as a sorcerer, you v/iff Ee eyed suspiciously * andt/ten jiven tfte 
advice to rejrainjrom doinj so as fonj as you are in "^ourajne, as tfte l[^ordoj^ 
tf^e c^eadsees aff and ftears aff, and^^is faw is tftat no majic But fteafinj and 
necromantic is allowed under jsenafty oj^deatft, or Worse. 

■ 

^ven fy.ds in (Port d^fftour streets can teffyou tftat. 

I ■ 

j ^irst advice: discretion.^ I^o not sfiow oj^as an arcane dlscijjfe. 
u 

I ' "Let s tjuic^Iyjoass in review tfte dijjirent scftoofs oj^majic. ^Bjuration 
I (mostly Jorotective speffsj, "Conjuration ("Caffinj, ^^eafinj, '^ummoninj, 
I' Butnottfie 'Creation and^efejoortation suBtyjoe sjoeffs) , divination (But 
never in tf^e swarrvp, as discussed aBove J , l^ncfiantment (Cfiarm and 
domj3ufsion ) are generally trusted By tfiejjojjufation as Benejlciaf majic and 
aren t incfudedin tfte Ban, as are oj^ course tftese awfuf necromantic sfjeffs. 



y^owever, Evocation (ex.: JireBaff andfijfttninj BoftJ, ^/fusion (mostoj^tfte 
d^me, ^ dsay - so do not ta^e cfiancesj, Conjuration (Creation and 
dfefejjortation sfoeffs only) anddfransmutation (ex: joofymorjjfi, etc. J are 
dejinitivefy to Be avoidedinjjuBfic. 



Outcast ratinj +x wfiife in ^ourajne 




mfo: 




Bluff checks to get out of trouble? 

As seen in Viktor's letter, as long as the spell is perceived as beneficial, the caster should not get 
into problems. In other cases, use this optionlal check: the Identify Forbiddeh^agic base DC check 
for a Souragnien to be convinced something is "wrong" about the caster is 8 !(Will), plus the bluff 
skill ranks of the caster z/the caster is trying to. hide his magic (before casting or in the round 

afterward) or trying to pass as a benevolent c^er. j,*^---'^ 

IM. ^ .. ^ .■; . .- -I 

This disinformation attempt from the castep. is a full round action. The check is made for each 
spell. Note that the average Souragnien hap a Will bonus of +1. 

The arcane caster is casting "allowed" magic: Abjuration, Conjuration (except teleportation spells). 
Divination, Enchantment spells. There is still' a small chance someone will believe him to be an 
arcane practitioner and report him as "suspicious": Identify Forbidden Mdgicicheck is DC 8, + 8 
penalty modifier (for "allowed" arcane magic), +|ibluff ranks 'Ctf the caster; ^ ■ 

The caster is casting "forbidden" schools of magic, but there is no important visual effect to the 
spell, or any spectacular immediate effect seen by onlookers (or other sensory effects, depending 
on the spell, ex: Stinking Cloud; or spells with ^nicidamage)j. Identify Forbidden Magic check is 
DC 8, + 4 penalty modifier (for arcane magic wittout visible effect), + bluff r^iks of the caster. 



The caster is casting "forbidden" schools OTmsi'glc, with visual effect to the sjjfeU (or other sensorial 
component), or spectacular imme'diate effect seen by onlookers, but afterwar|[3 the caster tries to 
explain that somehow it isn't. breaching Anton's law: Identify Forbidden Mafeic base check is DC 
8, + modifier, + bluff ranks 'of thft caster. Unless the caster is very good at bluffing, there is a 
good chance someone in the audience Wi|ll not believe the caster and identify;him or her^s 
breaching the ban. u: -u \l '{ a i ■ ^ J' 

Spells without verbal components add a +2 modifier to this check, as are spdlls \Yitho^t material 
components (cumulative, i.e + 4 modifier if the spell is somatic only). 



'-f 



In some cases, the DM should also ap|^ly circumstance modifiers, based on thk sitU'^ion in which a 
spell is cast. For example, casting a Lightning Bolt outdoors in the middle of a huge thunderstorm 
is safer than casting the same spell indoors or on a sunny day, as witnesses could mistake its 
effects for a natural lightning-strike (suggested modifier to the check: + 6). 



Reporting a ban guidelines 




Through the usual means of communication (see Nanaea's children 
be through some voodans too), the Souragniens will always inform'^^fflDn 
these "forbidden" spells in a city or hamlet. Usually, unless the caster is looking vei 
doesn't want to talk to native, he / she will first be told about Anton'«l3an on magic.^.. 

After this first (and only) advice, if the caster then stops completelyL^ils first bfeachmg of the ban 
will usually go unpunished (unless the spell has caused destruction of a house, killed'innocent 
people, or similar act that would be punished anywhere in the world!): 




but it could 
,ne is casting 
iggressive or 



But he / she will be on watch by the population: if the caster ignores th( 
of the cities will again tell Anton, who will act within 12-48 hours ag 



At night, in a city the caster will be seen and reported 30% o 



me, people 




Forbidden arcane spells cast in the wilderness (well at least prefe i^ies from, a city omharij|l!t) still 
have a chance to be witnessed and reported, by the population, or by Anton's zombies. The chance 
is 5% in the dry lands of Souragne during the day, 2% at night, aj^d c^ly,l% in the s\ 




Soiragne mt^inci^ne sighfs sotincis 



We often say that in Ravenloft atmosphere is a main ingredient of play. When bringing my players 
to a new place, I often add small tidbits of ordinary citizens' daily life, here and there for this 
purpose. These "mundane sight and sounds" are used mainly for atmosphere, but sometimes to 
introduce something more meaningful in the campaign. I found some of these events are often 
remembered by the players for a long time. 

So here's a few ordinary sight and sounds of Souragne. Do not reuse some of them as they should 
probably be unique events (you can check the ones you already used). 



□ 



□ 



□ 



□ 



□ 



□ 



□ 



□ 



□ 

□ 

□ 
□ 



□ 



□ 



□ 




A dog barks in the distance, followed by 
several replies. 

A little girl is looking for her pet (cat / 
dog). She is poor / rich and she cries. 
A man passes quickly in the street, 
followed by woman screaming at him. 
Apparently, he was unfaithful / has spent 
all the household money in the slums. 
A group of fisherman pulling a large fish 
toward the market (tuna from the sea or 
giant catfish from the swamp). • |' || 
A swarm of mosquitoes suddenly surrounds 
the heroes, for a minute or two. 
A loa worshiper on a soap box, praising his 
favourite loa (choose any from the list in 
DT&DL). 

A dead body hanging from a tree (outskirt 
of a city / hamlet). 

A man falls on the ground. He apparently 
suffers from exhaustion. People help him 
getting back to his feet. 
Signs of a recent battle: tracks and blood 
drops in the dirt. I* 
A sudden gust of wind passes in the area, a 
short relief from the heat and bugs. 
A silver coin lies in the street. 
A poor woman and her young son sells 
refreshing beverage made from pressed 
fruits. 

A lost bag lies in the street or on a bench 
(full of dried fruits, or whatever). 
Large ravens sit on trees (or whatever). 
They watch the heroes. 
A group of field workers escort one of them 
to his home. His/her leg is broken. 




□ 

□ 

□ 
□ 



In the market place, the town crier 
announces an impending marriage, the birth 
of a child, or another important news. 
A drunken man is taking a nap under a tree. 
A merchant boat arrives in the port. Men 
hurry there to be hired as dockers. 
A man / woman appear very sick (swamp 
disease - see annex of the Souragne report). 
Flowers (or food or other) has been nicely 
disposed on a rock or on a tree (offering to 
a loa) 

A group of children torment a dog / cat by 
tying things to its tail. 
A group of young men crouch around a 
bone dice game. 

An old woman walks through the street, 
carrying a bundle of wood over her 
shoulder. 

An old woman / young children is 
apparently very afraid of one of the PCs. 
A bard / musician is performing / practicing 
songs beside the road on his instrument. 
An abandoned home. The windows have 
been boarded shut, but the door is opened. 
A small patch of humid fog passes slowly 
around your feet. 

A known voodan priest passes in the street, 
getting respect and reverence from the 
population. 

Eggs have been dropped in the street, 
broken. 

Frogs from a nearby pond croak at the same 
moment. 

Sounds of thunder in the distance. 

A man cries of rage. His back shows whip 

marks. 




□ A cart driven by an old woman hauling 
cages with chickens to the market. 

□ A rat passes across the road and hides in a 
hole or a pile of debris. 

□ A small inquisitive dog runs up to the 
party, and sniffs around for a couple of 
minutes. 

□ A young man is painting a veve on the 
wall. 

□ A man in butcher apron runs after a street 
urchin for a bite of food he's stolen from, 
him. 

□ One / two women suddenly kneel in tl 
street, praying their favourite loa for|L % 
guidance. 

□ A bag hangs from a tree branch (it contains 
teeth or hairs, or whatever voodan mspired 
material) 

□ A house takes fire in Past-the-Port. 

□ A young noble, on a horse, passes 

□ You pass in front of bloody sac Jicia 
remains on an altar or a rock: g 
chicken, snake, frog, etc. 

□ The smelly carcass of a fish rots in the su 

□ Violent, gut- wrenching coughs echo 
through an alley. B jrf 

□ A shackled prisoner is escorted through the 
street by the militia. Other people might beA^ 
following them, crying or pleading the ^ 
prisoner's case. _ -^.^ 

□ A dead dog, covered^pfies, with a large 
bite in the flank. 

□ The party catches a quick^ sight of a foppish 
dandy checking hirhself^ver just before 
knocking at a door. 

□ A man / woman is dead and relatives are 
mourning the person. 




□ 




□ 
□ 

□ 
□ 



A horse pulled noble carriage passes 
nearby, more or less ignored by the 
populace. 

A small boy / girl passes by with a large 
smile and his fist held closed on his chest. 
If stopped, he will explain how proud his 
mother will be that he traded their last 
chicken for the two magic beans that he 
holds in his hand. jP^h. Jl^'t 
A man (artisan) struggles with replacing the 
wheel on his wagon, as his wife and three 
young daughters look on. ^ 
Crows feeds on the carcass of a dog or cat. 
Just then, it begins to rain lightly. 
A boy and girl in straw hats are carrying 
cane poles and a basket of small pond fish 
(oftrogs). rf*"^ 
A jair of unsavoury IcEuMcharacters 
tosses daggers at a human target roughly 
laint^d on a tree^^ 

d beggar witBmilky unseeing eyes 
ds up a ci|yi3IEu4|a few coppers can be 
seen). 

A ball strikes one of the PCs. A child runs 
upand demands they give it back, 
ifl'riendly dog follows the party for a short 
while. 

A flock of sheep move into the street and 
block the party's path. 
A loose cobblestone shifts under the party's 
feet (city only; REF DC 12 or fall on the 

ground). 

You pass near a very aged man standing in 
front of a temple. He smiles at you. 
A group of small children, hidden behind a 
tree, putting the hat on the ground with a 
hidden cord trick. 

While talking, a PC swallows a bug. 



]S(PC's Msic garne sfafs 



One poster on our message boards astutely suggested we provided the stats for all NPCs in the Gaz 
(gender, race, class(es), level(s), alignment), something we overlooked (mea culpa!). Here's the list of 
all NPCs from part one of the report, with the basic game stats. 



Page NPC name 



basic game stats 



20 
20 
20 
21 
21 
21 
22 
22 
24 
24 
24 
25 
25 
25 
26 
26 
26 
26 
26 
26 
27 
27 
27 
27 
27 
27 
27 
27 
27 
27 
28 
29 



Jessica de Nanaea 
Antoine de Nanaea 
Madame Larouche 
Bernard Foquelaine 
Madame Dreyfuss 



female, human, Rog6, LE 

male, human, Ftr6/Rog4, NE (option: Pistoleer - VRA) 
female, human, Coml, LN 
njalei Jiuman,'Ari4, 



Pere Antoine LefebVfe^Xj^^aie, human, Clr7, 1^"^--''-^^"'^% 



Jacque Faisique:::L' 
Majenka 
Adam Desjardins 
Eve Deyardins 
all daughters 
Elie Belenfant 
Bercine Belenfant 



Bernard Mathurin^= 




male, human with Fir blood. Ex- 
female, human, VoodanlO, CG J.-_X^>^ 
male, human, Ari3/Ftrl, CN T^-l^y^ 
female, human, Ari2/Rog2, N 
female, human. Aril, N(G) 
male, human, Ari2/Clr5, LN 



female, human, Ari2, N 

. ..^^jSale,' human, Arr4;'NG' K.'W?^ 

Charles Hallie-Boufpoiiiie ■ male, human, Ari3/Wiz7, NE 
Etienne Lefebvre,".7'-'^^: v.^^6i^^le.i^ Exp4, NG'. ■ 

Jean Dessalines 
Paula Dessalines. 
Laura Dessalines 
Paul Mont Mirebal; 
lolanthe Van Schel 
Guy Larouche 

Jeanne Van Schelpi TCj^^- iferfiale, human, Aril/VoodanS, CG 

male, human, Exp4/Ari3, LN 
male, human, Exp2/Ari2, LN 




Archibald Van Schel 
Alfred Van Schelm 
Balthasaer Van Sche^ 
Gerard Van Schelm 
Josje Van-§chelm 
Chfis Van Schelm 
Willem Van Schplm 
Moidii- 

Vafdaiin Durand'.' 




'■J ' ■■^ liiale, human, Ari3/Ftr3, LN (option: Pistoleer - VJIA) 
female; human, Ari2/Coijrtier2 (LotB, under Boritsi), LE 



female, human. Aril, CG ^ ■■ ^i'*,v^i''H'-J.|'.i 

male, human, Ari3/Voodari4,: NE ' ' ' ' ' . • 
■*^ijiale, human, Ari2, NG ^ 



pjji^Nrn^e, hn^an, Ari2/Bard2, LN 




RA) 




male, human, Exp4, N 

;^a3^huiTian, Aril/Ftr3, NG (option: PistoleeH 
j;;^^iinale, hurhan, Exp2, NG ' 

male, human, Aril/Expl, LN 
■ male, human, Exp 1/Aril, NG ""Vv 
j^;;' ,,lttkle, human, Exp3, LN (option: Scholar or QHardi^n Seeker - VRA) 
Ju^^ ^^i|B«i:<liiiman, AaK: NE •. . • ..s .X :; 




The Sotragnien Hero 



Races: Nearly all habitants of Souragne are humans, with a few Calibans living near or within the 
swamp. For humans, the skin colour varies from light skin (with dark shades of hair ranging from reds 
to browns) and dark brown skin (with black hair). The light skin people tend more to be aristocrats, 
and the brown skin to be labourers, but many exceptions to this guideline exists, where people have 
climbed or came down the social ladder. There are also a fairly large number of inhabitants sharing 
both racial characteristics. 

J 

Classes: Fighters and Rogues are the most common PC classes in Souragne. Fighters and rogues can 
be found in all corners of the domain, with rogues being especially common in the cities. NPCs mostly 
use Commoners, but also Experts classes. 

In Souragne, the clerics are less numerous than voodan (DT&DL), and they are mostly devoted to 
Ezra. Voodans receive the highest degree of respect and deference, but anchorites are looked at 
favourably too most of the time. Due to the ban on arcane magic, sorcerers and wizards are very rarely 
encountered and they keep their skills hidden. Barbarians and monks are virtually unknown. 

*_1 JLJLJ 1 J. 

Rangers and druids are uncommon, but their skills in the swamp are highly valued as skilled hunters 
and fishermen. Bards are uncommon in Souragne since the class is believed to be parasitic; most 
artists and musicians in the domain are experts, with more down to earth profession skills as well. 

Noble bom often have a few levels in Aristocrat, as well as another class, often Fighter (Pistoleer) or 

Recommended Skills: Appraise, Balance, Craft (shipmaking, weaving). Gather Information, Handle 
Animal, Heal, Intimidate, Knowledge (religion). Perform (dance, percussion instruments, paint, sing). 
Profession (fisherman, hunter, herdsman, tanner). Sleight of Hand, Spot, Survival, Swim, Use Rope. 

Recommended Feats: Animal Affinity, Back to the Wall, Brawler, Endurance, Iron Will, Jaded, Skill 
Focus (hunting, fishing), Self-Sufficient, Toughness, Unseen, Warding Gesture. 

Souragnien Male Names (common*): Abdias, Alcime, Antoine, Angelot, Berthony, Cedieu, 
Charlson, Courtois, Dieucibon, Dieulange, Egalite, Elmeus, Franceau, Fresnel, Georgy, Gustinvil, 
Isidore, Jacquelain, Jean, Jean-Louis, Jean-Loumith, Kaleb, Kamonslay, Leon, Macelis, Mathieu, 
Mercidieu, Nazaire,Onas, Petitfort, Pipo, Ricardeau, Roboam, Rochenel, Rogelet, Samiel, Ti Boudo, 
Tiga, Walno, Wibain, Wilbonheur, Wilfrid. 

Souragnien Female Names (common*): Abigael; Accilia, Atalie, Berthude, Blandine, Caline, 
Christelle, Cleanne, Danalove, Doudelidie, Douveline, Edmagdalina, Edmine, Emanie, Erlande, 
Exilia, Fenicia, Georgelaine, Herlande, lodelande, Janina, Jeandeline, Jezila, Lauranette, Lorisena, 
Maguilene, Marie, Mona, Nanaea, Nefthalie, Norelia, Osimene, Quetteline, Rosemene, Rose-Michelle, 
Sendia, Stephigraph, Tamara, Vanicile, Velande, Waldine, Wandaline, Wistoune, Yolette, Zoe. 

* For noble names, use the Dementlieuse list. 



